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COMPUTEls SECOND BOOK OF

ATARI GRAPHICS

Like COMPUTE!'s First Book of Atari Graphics, this book contains
many articles and tools that Atari programmers will find
extremely useful. And some full-fledged graphics utilities that not
only teach programming, but are also as exciting to use as
commercial computer art software..

The graphic utilities “Screenbyter” and “Fontbyter” are
designed to allow you to create, save, and add intricate graphic
displays to your programs in a fraction of the time it would other-
wise take.

But the book doesn't stop there. For instance, articles are
included that: teach the beginners a simple way to add color to
their programs, show the intermediate programmer how to use
player/missile graphics, and help the advanced programmer
protect memory from a BASIC program, as well as many more,
useful programs and articles.

ISBN 0-942386-28-0 $12.95
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